Ed 771B: Human Computer Interface, II - Fall ‘05 
Dr. Linda Polin - Cadre X 

TI: LindaX e IM: ProfPolin « Skype: Profpolin 
E-mail: linda.polin@pepperdine.edu 

Assignment drop box: linda.polin@gmail.com 


NOTE: If you are a student with a documented disability who will require accommodations in 
this course, please register with Lauren Breeding, Director of Disability Services, for assistance 
in developing a plan to address your academic needs (310-506- 6500) 


Overview 


I think the key idea that guides all of the content in this course is the notion that the 
technical world, interpreted by products, is constantly shaping and being shaped by 
‘end users’ who figure out best uses. We need to learn to be able to see the 
possibilities as they arrive and as they appear out on the event horizon. In positions 
of leadership in educational technology, you will need to be nimble and ingenious. 
This course is, I suppose, and effort to put you in that frame of mind, in the hopes it 
can/will become a habit of mind. 


Graded Work 
You will participate in a shared, class investigation project and a smaller subgroup 
project. The class will investigate Amazon.com and you will get to choose a second 
topic to pursue. 


Class focus — 40% of grade - final group report due Oct 24 

The class project will be the study of Amazon.com as a destination/portal, e- 
community, database, social network, risk and reputation manager, individual 
entrepreneurship, and of course, marketplace. In September, at f2f, the class will 
determine topic areas on which subgroups will focus and about which they will write. 
Subgroups will have leaders who will function as project managers and who 
communicate with me. Each group will produce ONE document. 


Individual Focus — 40% of grade -— final product due Dec 12 

A second task will take advantage of a collaborative process, but will be written up or 
designed as an individual product. That is, your colleagues who choose to investigate 
the same topic will be resources for you as you do your own exploration, but you will 
ultimately be responsible for your own graded material on the topic. 


These are the selected topics: 
1. games/simulations, 
2. knowledge repositories/KM systems, 
3. professional e-communities, 
4. and, formal e-learning. 


Obviously, these might overlap. An online community might exist around a game, or 
an online learning experience might support a community and vice versa. However, 
for each of you, one of these four settings is probably more salient or more 
compelling than the others, and is thus in the foreground for you. You will choose an 


area to focus on as your major area of interest and effort. In one of these four areas 
you will experiment with a technology application designed to support learning. 


Analyzing design for actual end users will require you to ponder implementation 
issues and leadership issues, as well as technical issues, such as best interface/app. 
For instance, storytelling within a community as a mechanism for sharing knowledge 
raises the question: how do you capture essential stories for future retrieval for 
reading or listening? How do you make experiential knowledge searchable by others? 
The power of games to produce and sustain communities of practice begs the 
question: how do you bring a community together and sustain it? Formal online 
learning such as professional development or academic courses leads us to wrestle 
with contradictions between available media and interfaces and best pedagogical 
models. 


Class Discussion -— 20% of grade 


As Second Years, you already know our three arenas for diScussion: face-to-face 
class sessions, Tapped In synchronous chats, and newsgroups, and that your 
intellectual participation is expected in all three. 


Course newsgroup: pep.gsep.ed771.polin-cx 
Tapped In (TI) meeting space: room 771B 


I have FINALLY realized that the best way for me to organize TI experiences is by 
course, not cadre. Doh! So, I have renamed and rebuilt my last Cadre 9 room in TI. 
Now there is actually a room called 771B. That’s where class will be held. In this 
way the course accumulates knowledge as various cadres pass through it. 


Our TI day for this class is Monday. Your times are 6 a.m. and 6 p.m., Pacific Time. 
The dates listed below are tentative. Some sessions might end up being optional 
office hours, or small group meetings. As you know, I do not attempt to conduct the 
same “class” in the early and late TI sessions. The early group and late group will 
discuss different, albeit related, topics. 


However, I’m also changing my TI approach a bit. For some strange reason I am 
feeling a need to tighten the screws a bit more this year. Maybe this is because this 
is my last shot at you until comps. There will be topics and an agenda for meetings. 
Lest you fear I’ve sold out, let me add that topics/agenda will arise out of our 
ongoing work. This means that you'll get a reminder email with the agenda on the 
Friday before the Monday TI class session. You can stew about it all weekend. 


Second Life 

We will have an acre of land and a room in Second Life, an online, massively 
multiplayer social space, notable for its programmability by an active end user 
community. People actually buy and sell objects they have created in and for the 
world. 


http://lindenlab.com/press story 17.php 
http://secondlife.com/ 


Some of the dates set for TI will be held in our Second Life property. Those will be 
determined later. We will ‘get in’ to Second Life at September f2f. [NOTE: Because of 


our presence in Second Life, folks interested in studying online games and 
communities might wish to use Second Life as their focus. ] 


Tapped In Schedule 
Mondays, 6 a.m. or 7 p.m. Pacific. 
Alas, this is the best I can do with dates, given holiday and holy days. 
¢ SEPT >> 12, 26 
* OCT >> 10, 17 
* NOV >> 14, 21, 28 
« DEC>> 5 


Reading & Listening 


Core Readings & Listening for all 


SEPTEMBER READING 


This is Not a Game, 2™ edition - Szulborski 


Although you may not decide to select games/simulations as your subtopic, I think 
you should know about the extension of games into real life, as evidence by the 
alternate reality gaming community. This makes a nice follow up from Mimi Ito’s 
lecture last year, about the mobile connectivity of Japanese youth. 


By the way, I was chatting with Dr. Sasha Barab at the Madison 
Games+Learning+Society conference in June and we agreed we’d like to try to pull 
off an ARG between our two locations. If some subgroup wants to run with that, I'll 
do all I can to support your effort. http://www.glsconference.org/default.htm 


Also, selected presentations from that conference are now available, streamed, at 
this location. You are required to listen to all available streams. 
http://www.glsconference.org/default.htm 


Recommended Listening Schedule: 
POp CUITULE. civ ieienc cds tixenovsdiennewedan week of 9/5 
Playing Culture 
A Conversation Across Generations 


Brace for IMPa@ct ..........cceceeeeeeeaees week of 9/12 

Innovation in Game Design 

Theorizing Games & Cognition 

Simulating Schooling.............:.ceeee week of 9/20 (yeah, while you’re here.) 
Designing Games 


OCTOBER READING 


First Person: New Media as Story, Performance, and Game - Wardrip-Fruin & 
Harrigan (eds.) 


This text is intended to function almost as a continuation of the discussion we began 
with Mimi Ito last year. This is a look at the role of new media in our lives and how 
we mutually shape and are shaped by the media & new technology culture in which 
we live. 


Hopefully in Boston we can catch up with Henry Jenkins. Perhaps we should also 
consider revisiting the MIT Media Lab, with the specific frame of reference of ‘new 
technologies’ as a sandbox for new learning. In your project #2 you may wish to 
contact an MIT widget buddy to liberate his/her project from the toyshop mentality 
and think about ways of harnessing it for learning. 


Focus Area Readings 

These are intended to jump start you in your personal topic area. These are 
suggested readings, not required. Smart and serious students will also check out 
dissertation abstracts to find recent dissertations on these subjects, and will then 
acquire and read the literature reviews in the strong dissertations. Don’t forget the 
ACM digital library, which houses a lot of great conference papers from the various 
ACM conferences. 


E-Communities 
Designing for Virtual Communities in the Service of Learning 
Barab, Kling, and Gray (eds.) 


Building Virtual Communities - Renninger & Shumar 


These two ladies’ books are cited a lot. 
Building Communities Online - Jenny Preece 
Community-Building on the Web - Amy Jo Kim 


The Virtual Community - Rheingold 
Seminal 


Design for Community - Powazek 
Bit of a ‘how to’ guide. 


E-learning 
Lessons from the Cyberspace Classroom - Palloff & Pratt 
Of all their books, I think this is the best. 


E-Learning for the 21° Century - Garrison and Anderson 
Whether or not you agree with them, they have done most of the research so 
far. 


Learner-Centered Theory and Practice in Distance Education - Duffy & Kirkley 
(Eds.) 
Higher Ed. 


Learning Together Online — Hiltz & Goldman 
All asynchronous 


Lessons in Learning, e-Learning, and Training - Schank 
A lot of folks like this book. Roger was just hired to start Trump University. 


The Virtual High School — Zucker & Kozma 
Cited a lot. 


Games and Simulations 
Rules of Play - Salen & Zimmerman 
Excellent. Highly recommended for Game Design 


Game Design Theory & Practice - Rouse 
Very good, too. 


Digital Game Based Learning - Prensky 
Bit of a rant. 


What Videogames Can Teach Us about Learning & Literacy - Gee 
If you missed this before, read it now. 


Knowledge Portals 
Storytelling in Organizations - Brown, Denning, Groh, & Prusak 
Not about technology; one of you needs to take it there. 


Knowledge and Communities - Lesser, Fontaine, & Slusher 


Common Knowledge - Dixon 
I really like this book. 


Knowledge Networks — Hildreth & Kimble 
I really like this book, too. 


Working Knowledge - Davenport & Prusak 
Seminal 


LINKS —- E-Coms & Knowledge (too closely related to separate) 
Electronic Learning Communities (group at GeoTech) 

Tomoye (CoP consulting services, bet you wish you’d thought of that) 
Social Technologies Group @ UCBerkeley 

KM Cluster (online community about KM) 

MeshForum (online community about social networks) 

Storytelling (Denning et al.) 

Knowledge Forum (collab. software) 

Measuring community (Fred’ got an interesting set of measures) 
Steelcase KM db (a treasure trove) 

Microsoft Research (starting point for tracking down resources) 
London Knowledge Network (a case, I suppose) 

Institute for the Study of KM in Education (ISKME) 


LINKS — E-Learn 

Qpen University (the godmother of online learning) 

Southern Regional Education Boards’ Ed Tech Coop (good people) 
Course Management Systems & Learning Principles (article) 


Journal of Distance Education 

Knowledge Forum (collab. software) 

Measuring community (Fred’ got an interesting set of measures) 

Just lots of good pubs here 

Is this what we mean by assessment? 

Online Instructors’ Self-eval (good questions for would be e-learners too) 
National Center for Online Learning Research 

Inquiry Learning Forum (teacher prof’! dev) 

WIDE World (teacher prof’l dev) 

Making Hyperbooks 


LINKS - Games 

The Design of Advanced Learning Engines (in Innovate, an online journal) 
Dinner Dash 

NeverWinter Nights (game engine available for use, too) 
AgentSheets 

Serious Games Iniative 

Education Arcade 

About I Love Bees 

Alternate Reality Gaming Network 

Chris Dede & Harvard’s MUVEE thang 

Social Impact Games 

Water Cooler Games 

Powerful Robot Games 

Serious Games Summit —- DC - October 2004 

Room 130 

Interactive Communications and Simulations Group @ UMich 
Prensky’s web site 

Jenkins’s web site 
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